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(57)Abstract 

PROBLEM TO BE SOLVED: To provide an emotion-expressing toy 
which can complexly express emotions by voice, the eyes, motion, 
etc., and develop a game using a means to express emotions. 
SOLUTION: The main body 1 of this emotion-expressing toy is 
formed by modelizing an animal, a robot etc., and equipped with a 
moving means 23 to move a part of the body such as a hand, a leg, 
etc., emotion-expressing means 17, 18 to express emotions, and a 
sound output means 5 to output sound, as a well as plural sensors 
such as a sound sensor 13 to sense sound, a touch sensor 6 to 
sense touching the main body 1, etc., and a control means 10 to 
correct a emotion value corresponding to a result sensed by the 
sensor 6 to control at lest one of the emotion-expressing means 17, 
18, the moving means 23, and the sound output means 5 
corresponding to the emotion value to make the main body 1 make 
emotion-expressing. 




LEGAL STATUS 

[Date of request for examination] 
[Date of sending the examiner's decision of rejection] 
[Kind of final disposal of application other than the 
examiners decision of rejection or application converted 

registration] i 
[Date of final disposal for application] 
[Patent number] 
[Date of registration] 

[Number of appeal against examiner's decision of 
rejection] 

[Date of requesting appeal against examiner's decision of 
rejection] - 

[Date of extinction of right] 



Copyright (C); 1 998,2003 Japan Patent Office 



http://www19Jpdljpo.gojp/PA1/result/detail/main/wAAAmeaiOGDA41 40661 55P1A.. 03/08/27 



1/1 ^— V 



* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1. This document has been translated by computer.So the translation may not reflect the original precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



CLAIMS 



[Claim(s)] 

[Claim 1] The feeling expression operation toy characterized by having the following requirements. 
It is characterized by providing the following, (b) The main part of a toy is an operation means to imitate an animal, a 
robot, etc., and for it to be formed and to operate some bodies, such as a hand and a foot A feeling expression 
means to express feeling. Two or more sensors, such as a sound sensor which senses sound on the main part of an 
establishing [ a voice output means to output voice ] (b) toy, and a touch sensor which senses having touched the 
main part 1 of a toy. Control means which a feeling value is corrected [ control means ] according to the sensing 
result of this sensor, and at least one operating state of the above-mentioned feeling expression means, an 
operation means, and a voice output means is controlled [ control means ] according to this feeling value, and carry 
out feeling expression operation to the main part of a toy. [Claim 2] The aforementioned feeling expression means is 
a feeling expression operation toy according to claim 1 with which a luminescence state consists of emitters which 
carry out color change, arranges, respectively in the eye section of right and left of this emitter of the main part of 
a toy, and expresses feeling in the state of luminescence of the above-mentioned emitter. 

[Claim 3] It is the feeling expression operation toy according to claim 1 or 2 with which the aforementioned control 
means change a setup into game operation for operation of the main part of a toy from feeling expression operation 
when the touch has been sensed more than the predetermined time as which the aforementioned touch sensor was 
determined beforehand. 

[Claim 4] The aforementioned control means are feeling expression operation toys according to claim 3 with which 
the aforementioned touch sensor judges the luminescence state of an emitter on either side to the timing the player 
has sensed the touch to be it, and advances a game based on a judgment result by changing at random the 
luminescence state of the emitter arranged in the eye section of right and left of the aforementioned main part of a 
toy in a setup of game operation, respectively. 

[Claim 5] The aforementioned control means are feeling expression operation toys according to claim 3 which count 
the number of times of the sound the aforementioned sound sensor senses voice for the aforementioned voice 
output means to be it after [ random ] carrying out a number—of-times output in a setup of game operation, judge 
whether the same number-of-times sound has been sensed, and run a game based on the judged result. 



[Translation done.] 
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sentiment level will be raised to 2, if sentiment level is not 1, it will progress to a step ST 204 and sentiment level 
will judge whether it is 2, and if sentiment level is 2, it will progress to a step ST. 205, sentiment I v I will be raised 
to 3, and it will return It returns to switch check processing, judging that it is 3 and maintaining s ntiment level to 3, 
when sentiment level was not 2 (step ST 206). 

[0024] In switch check processing, voice (for example, "one") in a good mood is butputted at a step ST 106, it 
progresses to a step ST 107, and Light Emitting Diode check processing is performed. 

[0025] The color of an eye is changed corresponding to s ntiment level, and when an orang eye and a temper are 
good, it enables it to carry out a red eye, when angry, and to express the sentiment present by the green eye in the 
ordinary state by Light Emitting Diode check processing (to refer to drawing 7 ). The sentiment level present at a 
step ST 400 judges whether it is 1, if sentiment level is 1, it will judge that it is in an ill-humored state. Light 
Emitting Diodes 17 and 18 are made to turn on in red, and it returns to switch check processing, and if sentiment 
level is not 1, sentiment level will judge whether it is 2 at a step ST 402. Return to switch check processing, if 
sentiment level is 2, will judge that it is in an ordinary state, make orange turn on Light Emitting Diodes 17 and 18, if 
sentiment level is 3, will judge that it is in a well state, and Light Emitting Diodes 17 and 18 are made to turn on 
green, and it returns to switch check processing. 

[0026] When it judges that the baton switch 6 turns on 3 seconds or more at a step ST 104, an owner judges that 
the game follows by the main part of a toy, progresses to a step ST 108, and performs game processing. 
[0027] If a microphone 13 senses sound at a step ST 3, after performing temper value plus processing at a step ST 
6 and performing Light Emitting Diode check processing at a step ST 7, it progresses to a step ST 8 and sentiment 
level is checked. It waits for it to progress to a step ST 9, if sentiment level is 1, to operate a sentiment level 1, to 
progress to a step ST 10, if sentiment level is 2, to operate the sentiment level 2, to return to a step ST 2 and to 
push the baton switch 6 again, after progressing to a step ST 1 1 and operating the sentiment level 3, respectively, if 
sentiment level is 3, or for a microphone 13 to sense sound. 

[0028] By striking the head as mentioned above, or uttering the voice which the temper value fell and got angry 
when leaving it, or making the color of an eye red, carrying out intimidation operation, speaking or stroking the head 
Since a temper value is raised, it cries in voice in a good mood, or an eye is made green and a handstand etc. is 
operated The color of not only voice but an eye and operation can show sentiment expression operation, and though 
it is easy structure, while the combination of the operation can perform complicated sentiment expression, the 
sentiment expression operation toy by which weariness with a sense of closeness does not come is realizable. 
[0029] Next, the case where an owner performs a game by the main part of a toy is explained. If what the baton 
switch 6 turned on 3 seconds or more at a step ST 104 is recognized, it will progress to a step ST 108 and GPU will 
perform game operation processing. By game operation processing (refer to drawing 8 ), a game selector is first set 
to 0 at a step ST 500. 

[0030] If a game selector is 1, that it progresses to a step ST 502, red lighting of Light Emitting Diodes 17 and 18 is 
carried out, and a game 1 can be chosen by progressing to a step ST 501 if a game selector is 0 If a game selector 
is 2, that it progresses to a step ST 504, orange lighting ,of Light Emitting Diodes 17 and 18 is carried out and a 
game 2 can be chosen An owner is told about progressing to a step ST 505, carrying out green lighting of Light 
Emitting Diodes 17 and 18, and being able to choose a game 3, and the voice (for example, "PITSU") which 
stimulates pushing the head (baton switch) is outputted. 

[0031] If a game selector is 2, after judging the value of a game selector at a step 509 and STs 510 if the head is 
pushed within 1 second and a baton switch is made to turn on (step ST 508), will progress to a step ST 51 1, 
processing a game 1, if a game selector is 0, progressing to a step ST 512, processing a game 2, if a game selector 
is 1, and processing a game 3, it returns to a main routine. 

[0032] It tells again which game if 1 second passes without a baton switch turning on at a step ST 507, it will 
progress to a step ST 514, a game selector will be counted up (+1), a game selector will not be set to 3, it returns to 
a step ST 501 and a game selector is set to 3, will return a game selector to 0 and will return to a step ST 501, and 
Light Emitting Diodes 17 and 18 are made to turn on again, and can be chosen as 

[0033] When it progresses to processing (refer to drawing 9 ) of a game 1, a level counter is reset (=0) (step ST 
600), and a left eye stop flag is reset (step ST 601). While making the color of Light Emitting Diode on either side 
emit light at random at a step ST 602, the time which is emitting light is set up and it is confirmed whether the head 
is pushed or not (step 603 and STs 604). 

[0034] If predetermined time passes without pushing the head, it will return to a step ST 602 and the color of Light 
Emitting Diode of an eye on either side will be changed. 

[0035] If a flag is OFF, it will progress to a step ST 606, if the head is pushed into a predetermined time, it will 
progress to a step ST 605 and a left eye stop flag will be checked, it confirms whether the color of a left eye is 
carrying out black (putting out lights), and if the light is not put out (green any [ red, an orange, and ] are left eyes?), 
while memorizing a color, a flag is set and it returns to a step ST 602. the case where the light is put out correctly 
non-answered sound — outputting (step ST 608) — a game — it b comes exaggerated It confirms wh ther the 
head was pushed into the predetermined time (in this invention, it is set as 6 seconds) (step 609 and STs 610), and 
if the head is not pushed into a predetermined time, it returns to a main routine. If the head is pushed into a 
predetermined time, it can return to a step ST 600 and a game can be resumed from level 0. 

[0036] If a flag is a set (ON) at a step ST 605, it will progress to a step ST 61 1 and will judge whether the color of a 
left eye and a right eye is the same. If not the same, it will progress to a step ST 608, and if the same, it will 
progress to a step ST 612, correct answer sound will be outputted, level will be counted up (step ST 613), and a 
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level judging will be performed. 

[0037] If it progresses to a step ST 609, the head is pushed into a predetermined time, aft r progressing to a step 
ST 615 and performing addition operation (for xample. handstand operation is performed for 4 to 5 s conds, and a 
song is sung), if level is 10 and a predetermined time will pass, without returning to a step ST 600, and a game's 
carrying out a restart, and pushing the head, it will return to a main routin . 

[0038] If it returns to a step ST 601, it continues a game and level is 3, after progressing to a step ST 61 7 and 
performing addition operation (handstand op ration is perform d once and "one" is outputted for example), rf lev I is 
7, after progressing to a step ST 619 and performing addition operation (for example, moving some feet "one" 
output), it returns to a step ST 601 and continues a game. Thus, a start of a game changes the color of an eye on 
either side scatteringly and at random with red, an orange, green, and black (putting out lights). A push of the head 
once maintains the luminescence state of a right eye. However, it will become game over if the head is pushed in 
the state of black (putting out lights). Since the luminescence state of a left eye is changing continuously, it push s 
the head and stops blink of a left eye. If the luminescence state of a left eye is the same as a right eye, it can 
progress to the following game level with the signal of sound, and it will become game over, when are stopped and 
the color of an eye on either side does not suit 

[0039] When it progresses to processing (refer to drawing 10 ) of a game 2, while resetting a level counter (=0) and 
making the color of Light Emitting Diode on either side emit light at random, the time which is emitting light is set up 
(step ST 701). and it is confirmed whether the head is pushed or not (step 702 and STs 703). If predetermined time 
passes without pushing the head, since it returns to a step ST 701 and the color of Light Emitting Diode of an eye 
on either side is changed at random, while the color of an eye on either side changes scatteringly and at random 
with red, an orange, green, and black (putting out lights), the color of an eye on either side may turn into the same 
color. 

[0040] If the head can be pushed to the timing from which the color of an eye on either side turned into the same 
color (step ST 704), with the signal of correct answer sound, a level counter will be counted up (+1) (step ST 706), 
and a level judging will be performed. 

[0041] If it progresses to a step ST 714, the head is pushed into a predetermined time, after progressing to a step 
ST 708 and performing addition operation (for example, handstand operation is performed for 4 to 5 seconds, and a 
song is sung), if level is 10 and a predetermined time will pass, without returning to a step ST 700, and a game's 
carrying out a restart, and pushing the head, it will return to a main routine. 

[0042] If it returns to a step ST 701, it continues a game and level is 3, after progressing to a step ST 710 and 
performing addition operation (handstand operation is performed once and "one" is outputted for example), if level is 
7, after progressing to a step ST 712 and performing addition operation (for example, moving some feet "one" 
output), it returns to a step ST 701 and continues a game. 

[0043] The color of the eye of the right and left when pushing the head at a step ST 704 does not suit or when 
both eyes are black (putting out lights), it progresses to a step ST 713, correctly non-answered sound is outputted, 
and it becomes game over. If the head is pushed into a predetermined time and a predetermined time will pass, 
without returning to a step ST 700, and a game's carrying out a restart, and pushing the head, it will return to a main 
routine. 

[0044] When it progresses to processing (refer to drawing 11 ) of a game 3, while resetting a level counter (=0). the 
number counter of replies is reset (step 800 and STs 801), and a simple problem and of-difficulty problem is 
outputted by the counted value of a level counter (step 803 and STs 804). The difficulty of this problem 
corresponds to the number of times (in this invention, it sets up so that it may bark a maximum of 12 times) at 
which a dog barks. After setting a problem finishes, a hand is struck according to setting a problem. A microphone 
senses the sound which struck the hand (step ST 806), and it counts up the number of replies (step ST 808). If the 
number of replies exceeds 13, it will judge as an unjust solution, and it progresses to a step ST 810, correctly non- 
answered sound is outputted, and it becomes game over. If the head is pushed into a predetermined time and a 
predetermined time will pass, without returning to a step ST 800, and a game's carrying out a restart and pushing 
the head, it will return to a main routine. 

[0045] By judging that the answer was finished when there was no microphone input (step ST 805), even if it carried 
out predetermined-time progress, and progressing to a step ST 807, if the number of answers is equal to the 
number of correct answers, it will progress to a step ST 813, correct answer sound will be outputted, a level counter 
will be counted up (step ST 814), and a level judging will be performed. 

[0046] If it-progresses to a step ST 81 1, the head is pushed into a predetermined time, after progressing to a step 
ST 816 and performing addition operation (for example, handstand operation is performed for 4 to 5 seconds, and a 
song is sung), if level is 10 and a predetermined time will pass, without returning to a step ST 800, and a game's 
carrying out a restart, and pushing the head, it will return to a main routine. 

[0047] If it returns to a step ST 801, it continues a game and level is 3, after progressing to a step ST 818 and 
performing addition operation (handstand op ration is performed once and "one" is outputt d for example), if level is 
7, after progressing to a step ST 820 and performing addition operation (for example, moving some f et "one" 
output), it returns to a step ST 801 and continues a game. 

[0048] When game level becomes high one by one whenever it carried out clear [ of the game lev I ], and it carries 
out clear [ of any case of a game ] 3 times continuously, it carries out clear 7 times and it carries out clear 10 
times, action (addition operation) is carried out r spectively. When it carries out clear 10 times, a song is sung with 
elated action. 
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[0049] And the re-checkin [ the same game ] by pushing the head into a predetermin d time even when it becomes 
game over. 

[0050] As mentioned above, since the temper of a toy changes by the method of care, sentiment level changes 
according to the temper and the state of a toy is expressed in sound (voice), light (color of an eye), and operation 
according to the sentiment level When sentiment can be expressed with a complex method and not being remained 
in uniform operation, since it can speak or can take care of by asy m thods, such as stroking the h ad, a junior can 
also be provided with the toy which can be enjoyed nough. 

[0051] Moreover, since a game can be developed using the mechanism with which the toy was equipped, the device 
controlled separately is not needed, but a toy can be taken care of, a game can be carried out, or it can play at any 
time according to an intention of a user. 
[0052] 

[Effect of the Invention] According to invention of a claim 1, the temper of a toy changes by the sensing result of a 
sensor prepared in the main part of a toy, the temper is complexly expressed by expression of the sentiment not 
only by the voice by the voice output means but the sentiment expression means, the operation of some bodies by 
the operation means, etc., and the toy by which weariness does not come by the sentiment expression operation 
can be realized. 

[0053] According to invention of a claim 2, unlike the toy which closes or opens an eye, the feeling of a toy can be 
more strongly expressed by expressing feeling by the color of an eye. 

[0054] According to invention of a claim 3, when an owner operates a toy intentionally, it can change into game 
operation and can play at any time to play from feeling expression operation. 

[0055] According to invention of a claim 4, the color of an eye on either side can be made to be able to emit light at 
random, color matching of an eye on either side can be carried out using change of the color of the eye t and the 
game which is not made can be enjoyed with the conventional toy. 

[0056] According to the number of the voice which the toy uttered, by striking a hand or uttering voice, a game can 
be advanced by the toy and dialogic operation and, according to invention of a claim 5, the game which can enjoy a 
control panel also at a junior unlike the game which operates and plays can be offered. 
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Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

LThis document has been translated by computer. So the translation may not reflect the original precis ly. 
2.**** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] this invention relates to the sentiment expression operation toy 

which expresses sentiment in voice, an eye, operation, etc. 

[0002] 

[Description of the Prior Art] Conventionally, by the method of breeding, what expresses sentiment with voice in a 

toy of operation is proposed plentifully, and practical use is presented with it. 

[0003] 

[Problem(s) to be Solved by the Invention] However, expression of sentiment is not limited only to voice, can also 
be expressed by action or expression, and had the problem to which expression of sentiment becomes in single only 
with voice for expressing sentiment. 

[0004] While this invention can cancel the above-mentioned trouble and being able to express sentiment compfexly 
in voice, an eye, operation, etc., let it be the technical problem to offer the sentiment expression operation toy 
which can develop a game using a means to express the sentiment. 
[0005] 

[Means for Solving the Problem] In order to solve the aforementioned technical problem, the sentiment expression 
operation toy concerning this invention is characterized by having the following requirements, 
(b) An operation means for the main part of a toy to imitate an animal, a robot etc., to be formed, and to operate 
some bodies, such as a hand and a foot Two or more sensors, such as a sound sensor which senses sound on the 
main part of an establishing [ a sentiment expression means to express sentiment, and a voice output means to 
output voice ] (b) toy, and a touch sensor which senses having touched the main part of a toy, thing [0006 
[ equipped with the control means which a temper value is corrected / control means / according to the sensing 
result of this sensor, and at least one operating state of the above-mentioned sentiment expression means, an 
operation means, and a voice output means is controlled / control means / according to this temper value, and 
carry out sentiment expression operation to the main part of a toy ] — : ] In addition, the aforementioned sentiment 
expression means is constituted from an emitter in which a luminescence state carries out color change, and is 
arranged, respectively in the eye section of right and left of this emitter of the main part of a toy, and you may make 
it express sentiment in the state of luminescence of the above-mentioned emitter. 

[0007] Moreover, when the touch has been sensed more than the predetermined time as which the aforementioned 
touch sensor was determined beforehand, a setup is changed and, as for the aforementioned control means, 
operation of the main part of a toy may be made to be made as for a game to game operation by the main part of a 
toy from sentiment expression operation. 

[0008] In a setup of game operation, the aforementioned control means change at random the luminescence stat of 
the emitter arranged in the eye section of right and left of the aforementioned main part of a toy, respectively, and a 
player judges the luminescence state of an emitter on either side to the timing the aforementioned touch sensor has 
sensed the touch to be it, and they should be made and just to advance a game based on a judgment result. 
[0009] Furthermore, in a setup of game operation, they judge whether the same number—of-times sound has been 
sensed, and may be made for the aforementioned control means to count the number of times of the sound the 
aforementioned sound sensor senses voice for the aforementioned voice output means to be it after [ random ] 
carrying out a number—of-times output, and to advance a game based on the judged result. 
[0010] 

[Embodiments of the Invention] Drawing 1 (a) and (b) show the left perspective diagram and transverse-plane 
perspective diagram of a sentiment expression operation toy concerning this invention. The main part 1 of a toy 
imitates a dog type robot toy, and this sentiment expression operation toy (henceforth a toy of operation) is form d. 
the upper surface of a head 2 — opening — carrying out — covering which this opening 3 can depress — be closed 
in a member 4 — this covering — with the loudspeaker 5 which is a voice output m ans under the memb r 4 
covering — the touch sensor (baton switch) 6 which senses having touched th member 4 arranges — having — 
covering — the sound which a loudspeaker 5 outputs to a m mber 4 is emitted outside — as — much discharge — 
the hole 7 is formed this covering — the front nd s ction supports a memb r 4 to revolv possibl [ rotation ] on a 
head 2 — having — this covering — by pressing a member 4 from a top. it rotates caudad and the baton switch 6 
arranged caudad is turned on The exist nc of a touch and the state of a touch by this baton switch 6 are 
recognized by the control means 10 mentioned lat r. 
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[001 1] In addition, the handle part material 1 1 is supported to revolve by the left and right laterals of a head 2 fre 
[ rotation ], the movement of the main part 1 of a toy is interlocked with, and it rocks forward and backward, and it 
operates as ** is also moving the ear. 

[0012] And a pinhole 12 is formed at the nose of cam of regio-nasalis 2a, and the microphone 13 which is a sound 
sensor is arranged at the regio nasalis inside this pinhole 12. Sensing of sound with this microphone 13 is recognized 
by control means 10. 

[0013] Furthermore, carry out opening of the eye section on either side, and a I ns 16 is inserted in this op ning 15. 
Inside a lens 16, the emitters (2 color Light Emitting Diode) 17 and 18 which are sentiment expression meanses are 
arranged, respectively. Lighting control is carried out so that the luminescence state may carry out color change by 
control means 10 at red, orange, and green, as for the luminescence state, the opening 15 whole emits light with a 
lens 16, the color of an eye changes, and emitters 17 and 18 appear. 

[0014] ft is attached in the fuselage section 21 possible [ rotation ], and this nose gear 20 is interlocked with the 
operation means 23 which makes a motor 22 driving force, and by rotating the leg 20 forward and backward, the 
nose gear 20 can make the body able to rock forward and backward, or can do a handstand now (refer to drawing 2 
(a) - (d)). The rotation position of this nose gear 20 is checked by the position sensor 24 mentioned later, and 
control means 10 can recognize now the rotation state of the nose gear 20 by the position sensor 24. 
[0015] In addition, when you make it an operation means interlocked with, and hind legs are operated, and operating 
the nose gear and hind legs simultaneously, tin tin operation is turned down and it may be [ while attaching hind legs 
in the fuselage section possible / rotation / like the nose gear ] made to be possible [ operation of operation ], 
although this invention explained the case where the nose gear operated by the operation means. 
[0016] Drawing 3 shows the electric block diagram of a toy of operation, and while a control program, voice data, 
etc. which control the whole toy of operation in the memory 25 which builds in CPU (what is necessary is just to 
constitute from programmable speech synthesis IC) which is control means 10 are memorized, various counters and 
the register are set up. By and the existence of sensing of sound with the microphone 13 arranged at regio-nasalis 
2a, the existence of press operation of the head 2 which the baton switch 6 arranged at the head 2 senses, and the 
method of press operation Perform count-up of a temper value counter, and a count-down, and sentiment level is 
set up based on the counted value of a temper value counter. The voice output means 5, the sentiment expression 
meanses 17 and 18, and the operation means 23 are controlled by the sentiment level, and the sentiment of a toy of 
operation and a temper are expressed in voice, an eye, operation, etc. 

[0017] In addition, it judges that control means 10 were pushed intentionally [ in order that a user may do a game 
with a toy of operation ], and were operated when the baton switch 6 turned on more than a predetermined time (it 
is set as 3 seconds in this invention) (the head 2 was pushed), and it is programmed so that game mode in which 
change the luminescence state of emitters 17 and 18 and color matching of an emitter on either side etc. is 
performed may be performed. 

[0018] Next, the operation mode of a toy of operation is based and explained in the flow chart view of drawing 4 - 
drawing 1 1 . Drawing 4 is checked to see the microphone 13 detected [ whether the baton switch 6 was pushed or 
(step ST 2) ] sound (step ST 3), after showing the flow chart view of a main routine and carrying out initial setting 
(it is set as temper value counter =0 and a sentiment level 1) at a step ST 1, if the baton switch 6 turns on, it will 
progress to a step ST 5. and if a microphone 13 detects sound, it will progress to a step ST 6. It is a predetermined 
time (in this invention), without checking to see predetermined-time neglect is carried out, without carrying out 
anything (step ST 4), and carrying out anything. If setting progress is carried out at 30 seconds, will progress to a 
step ST 12 and temper value minus processing will be performed. Voice (for example, "Coon") is outputted (step ST 
13), after blinking Light Emitting Diodes 17 and 18, the light is put out (step ST 14), and it goes into a sleep mode 
(standby mode) (step ST 1 5). What is necessary is just to make the baton switch 6 turn on, in order to return from a 
standby mode. 

[0019] In switch check processing (refer to drawing 5 ), if the time which the baton switch 6 turns on judges 
whether it is 0.3 or less seconds (step ST 100) and it is 0.3 or less seconds, it will judge that it was struck by the 
head, and it progresses to a step ST 101, and temper value minus processing is performed. 

[0020] In temper value minus processing (refer to drawing 6 ), a temper value counter is carried out minus 1 (step 
ST 300), and a temper value counter judges whether the bottom of a digit **(ed) (step ST 301). If the bottom of a 
digit is not **(ing), it returns to switch check processing! If the bottom of a digit is **(ing), it will progress to a step 
ST 302, if the present sentiment levekis 1, sentiment level will return to switch check processing, with 1 maintained, 
if sentiment level is not 1, it will progress to a step ST 304 and sentiment level will judge whether it is 2, and if 
sentiment level is 2, it will progress to a step ST 305, sentiment level will be lowered to 1, and it will return to switch 
check processing. If sentiment level is not 2, it will judge that it is 3, and sentiment level is lowered to 2 at a step 
ST 306, and it returns to switch check processing. 

[0021] In switch check processing, after outputting the voice (for example, "U") which got angry at a step ST 102 
and performing operation predetermined at a st p ST 103, it returns to a main routine. 

[0022] If th baton switch 6 is ON time for I ss than 3 seconds in 0.3 s conds or mor , it will judge that the head 
was able to be stroked, it will progress to a step ST 105, and t mper value plus processing will b performed. 
[0023] In temper value plus processing (ref r to drawing 6 ), it judges wh ther the temper value counter was carried 
out plus 1 (step ST 200), and the temper value count r carried out the digit ris r (step ST 201). If a digit ris r has 
not been carried out, it r turns to switch check processing. It returns to switch check processing, if the digit riser is 
carried out, it will progress to a step ST 202, if th pr s nt s ntim nt level is 1, it will progress to a step ST 203, 
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[Drawing 1 1] 




[Translation done ] 



http://vmw4Jpdljpo.gojp/cgi-bin/tran.web_cgLeije 



03/08/27 



